Abstract. The purpose of this study is to investigate the digital addiction levels of the students studying at the Faculty of Sports of Kocaeli University in terms of variables such as their gender, age, school type, parental education level, income status, class level and success level. To this end, following the permission from the faculty administration, the Digital Addiction Scale, developed by Arslan, Kırık, Karaman and Çetinkaya (2015), was administered to a random sample of voluntary students. Data was analyzed by using the SPSS version 25.0. The results showed that digital addiction levels of the students in terms of their gender, age, school type, income level, parental education level, class level and success level were not significant; however, significant differences were found in favor of those who played sports only in class regarding playing sports, and those who attended the evening education regarding type of education programs.
Introduction
Today technological developments are evolving rapidly. The recent developments on artificial intelligence, in particular, have increased the number of new digital devices, and provided them for the needs of humans. Human needs comprise several fields of service including having fun time in sociocultural terms. It is stated that these developments in technology, along with the use of devices such as computers in the fields of entertainment, education etc., have increased the likelihood of the creation of digital usage habit, even the creation of digital addiction [1] .
Addiction is defined as a state of people's giving harm to their psycho-physiological health or social life, and a state of irresistible desire to do something over and over again. It is said to be seen in various fields. It is defined as an illness regarding psychological health in the fifth edition of DSM, which stands for Diagnostic and Statistical Manuel of Mental Disorders [2] . Addiction is considered to begin with a constant desire to have a certain object and continue with a constant thought of that object, that is, a constant state of wanting. It is explained that if people cannot get what they want, they believe life will be unbearable. As for addiction in the digital field, it is also pointed out that loss of control SHS Web of Conferences 48, 01057 (2018) https://doi.org/10.1051/shsconf/20184801057 ERPA 2018 over the use of technology, and excessive and unlimited use of technology cause very serious harm. Internet and technology addiction is defined as a state of deprivation when a person is not able to reach a technological product he is addicted to. When the consequences of technological addiction are considered, it is also stated that it causes attention deficit disorder, hyperactivity, obesity, depression, and sense of loneliness [3] . It is seen that children and young people experience several physical and psychological problems due to their inactive life styles and that they are advised to do activities based on cultural and, in particular, sports activities to cope with these problems. A heavy responsibility lies in the hands of sports trainers, sports managers, physical education and sports teachers and recreation specialists as the ones to take an action against digital addiction and make a habit out of it. Sports is considered to be important to deal with the problems that may be faced due to technology use such as obesity and digital addiction in the future [4-5-6] . It has been an issue of concern to the researchers to determine the addiction levels of the students studying at various departments of the faculties of sports which aim to train them with management, leadership and coaching skills as the future professionals of the sports activities. In this context, it was aimed to carry out a study to determine that. With reference to the question "Do people who study in the fields of profession considered important in coping with digital addiction which is believed to be on the increase today and in the future have digital addiction?", It was aimed to determine the digital addiction levels of the students studying at the Faculty of Sports Sciences of Kocaeli University. It was investigated whether there was a significant difference between the specified addiction levels and the variables such as age, gender, class level, type of education program, income level, parental education level, where they stay, academic success, whether they play sports or not, whether they have a sportsman's license if they do, how long they have been playing that sport, their branch of sports, whether they participate in any activities other than sports, frequency of social media use.
Method

Population and sampling
This study was carried out as Scanning model, and its population consists of students who are studying Recreation, Coaching Training, Sports Management, Physical Education and Sports Teaching at the Sports Sciences Faculty, Kocaeli University, during the spring term in the Academic year 2017-2018. The sampling of the study consists of 237 volunteering students, who were randomly chosen either in classrooms or training areas or at the canteen, dining hall and several resting areas via ''simple random sampling'' method after the formal written permission for our study was taken from the school management. Those students were explained the aim of the study first and then they were asked to fill in survey forms.
Data collecting tools
''The Digital Addiction Scale'', a 16-item questionnaire developed by [7] , was applied to a random sample of voluntary students. This scale was applied to determine the Sports Sciences Faculty students' socio-demographic features such as gender, age, department, grade, education type, economic income, parental education level, the place where their parents have been staying for the last five years, their accommodation as a student, whether they have an access to the internet, whether they do regular sports outside school, their sports branch, and whether they are licenced to do that sport. The Digital Addiction Scale SHS Web of Conferences 48, 01057 (2018) https://doi.org/10.1051/shsconf/20184801057 ERPA 2018 has three factors with 29 items. In the scale, which was developed by [7] , 4 sub dimensions that are 'gaming', 'social media', 'its effect on the social life', and 'digital addiction' were evaluated [7] . The reliability coefficient of the scale was found as r= 0,92. The scale reliability Cronbach Alpha coefficient was calculated as 0,847 for our study and this shows that this study is reliable.
The analysis of the data
The data was analysed with SPSS 21.0 package program after the scale applications to the students at Sports Sciences Faculty. Because the data shows a normal dispersion, t test, one of the parametric measurements, was used for the binary clut comparison and ANOVA, another parametric measurement, was used for comparisons more than two clusters. The significance value was taken as 0,05. As seen in the Table 1 , the experimental group, which consists of 237 students, is made up of 50 women (21.1 %), and 187 men (78, 9 %). Those aged between 16 and 18 are 7 (3,0 %) ; those aged between 19 and 21 are 157 ( 66,2% ); those aged between 22 and 24 are 56 ( 23,6% ) ; those aged between 25 and 27 are 12 ( 5,1% ); and the ones at the age of 28 and over are 5 ( 2,1%). These people whose income is 2000 tl or less are 80 (33,8%); those who get between 2001 tl and 2500tl are 66 (27,8 %); those who get between 2501 and 3000tl are 46 (19,4 %); and those whose income is 3001tl and 3500 and over are 43 people (18,1%). As for the accommodation types; the answers are as the follows: those who stay at the State dormitory are 107 students (45, 1 %); the number of students staying at private dormitories is 18 (7,6%); Those who share a flat with friends are 66 (27,8); and finally the When Table 2 was examined, the dispersion of frequency and percentage according to Education type variables is 55,3 % for the formal education and the number for evening classes is 105 (45,3%). 25,3 % of those students are at Physical Education and Sport Teaching; 32,5% of them are at Coaching; 12,7% of them are at Recreation; and 25,3% of them are at Sport Management. As for their grades variable; 1st grade students are 47,3%; 2nd grade students are 30%; 3rd graders are 9,5%; and 4th graders are 13,5%.
Findings
For the variable 'whether they do any sport or not', the results were determined as the follows: non-professionally sport doers are 59,1%; sport doers only in classes are 21,1%; and professional and licenced sport doers are 19,4%. For the variable 'how often they use the social media', the results were like this: those who spend 3 or 4 hours on the social media are 34,'%; 1 or 2-hour users are 31,6%; more than 6-hour users are 16%; the ones who spend 5 or 6 hours on the social media are 13,5%; and 4,6% is the result for those who spend less than 1 hour on the social media. For the variable 'participation in any nonsportive activity', 52,7% of those admitted that they take part in activities. However, 45,1 % of them stated that they haven't participated in any other activities.
T test results of the digital addiction levels of the participants regarding their sociodemographic features were given in Table 3 . Any significant difference was not found between their average scores in these findings except for gender, a non-sportive activity, education type and game dimensions. There was only a significant difference in education type dimension. (p=0,028, p<0,05).
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https://doi.org/10.1051/shsconf/20184801057 ERPA 2018 When the Table 4 was examined, no significant difference was found in the sub dimension 'Digital Addiction' according to the department and grade variables. ANOVA test results in Table 5 were evaluated according to the participants' sportdoing situations and social media variables. Significant differences were only observed in As seen in table 7, the findings for digital addiction level were found insignificant when the variable, parental education level, was evaluated with ANOVA.
Discussion, result and suggestions
When the digital addiction scores were studied according to socio-demographic variables, no significant difference was found in any of the sub dimensions of Digital Addiction Scale in terms of gender variable. However, male scores for all sub dimensions were observed to be high. Although no significant differences were found in other studies done in this area,
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there are studies that support our study [8] . Yet, it was observed in some studies that male students' scores were high in 'Gaming Addiction' dimension whereas female students' scores were high in 'Social Media Addiction' dimension. No significant difference was found in 'Negative Effect on Social Life' dimension between girls and boys [9] It was also found that male students are significantly more addicted to gaming than female students. However, girls are much more addicted to 'Social Media' than boys [10] .
When the Literature was examined, it can be said that there are studies which do not match with our study results, showing that women use the internet more intensively compared to men, social stress affects addiction to smart phone usage, men experience less social stress than women and therefore men use their smart phones for social media less than women. These findings can be said not to match with our study results [11] .
When the education type was examined, the evening class students' scores for Gaming' dimension of 'Digital Addiction Scale' were found to be significantly higher than those who are at Formal education. This result made us think that studying in evening classes is a factor that increases the addiction to digital platform such as computers, the internet, and smart phones. As there are not studies aiming to find out digital addiction according to Education type, it is advisable to do more detailed studies in this area to obtain more accurate results [11] .
When the results of the Digital Addiction Scale were examined in terms of participation in an activity other than sports, no significant findings were found. When literature studies were examined, it is seen that internet usage is negatively affecting the social and psychological development of young people [5] . In addition, it is also seen that not being able to socialise causes social anxiety and this leads to an excessive internet usage [11] . When those comments were taken into consideration, it can be said that every activity, either sportive or non-sportive, done in social environment can eliminate digital addiction and it is the key element for decreasing social anxiety.
It was determined that the Digital Addiction scores of the students at Sports Faculty created no significant difference neither in their departments nor in their grades. The reason why there was no difference is considered that these departments are social and active departments that require practice. When these results were examined, there were no other studies in the Literature examining the Digital Addiction in terms of departments.
When the answers to whether the students' do a sport or not were examined, significant results were obtained in favour of those who participate in any sport only in classes in the 'Effect on Social Media' dimension. Yet, when the Literature was examined, it was considered that social stress leads people to digital platform [11] doing a sportive activity has a great effect on decreasing social anxiety. All this information is taken into consideration, it can be said that social anxiety decreases as a result of doing a sport and therefore self-esteem level increases. Thus, it has a positive effect on social life. When the answers given to the question 'How often do you use social media?' were examined, quite significant results were obtained in favour of those who said more than 6 hours in the 'Social Media' dimension. What is interesting is that the digital addiction scores of those who use less than 1 hour comes the second after 6 hours' social media users. In the third line comes the ones who spend 4 or 5 hours on the social media, and then comes those spending 2 or 3 hours on the social media. Digital Addiction scores were ranked from high to low and these results were found significant. As for the Age, digital addiction scale scores were not found significant. When the studies on this issue in the Literature were examined, the incidence of internet addiction in adolescents was estimated as approximately 11% in China, 8% in Greece, and 18,4 in Korea [12] .
When the studies on the internet addiction of high school students in Turkey were evaluated, it was found that the prevalence of the internet addiction changes between 6,6% and 15% [13] [14] .It was stated that social stress gets lower as the person gets older, it makes SHS Web of Conferences 48, 01057 (2018) https://doi.org/10.1051/shsconf/20184801057 ERPA 2018 a positive effect on self-regulation, and the rate of digital addiction in the elderly such as the use of smart phones decreases [11] .Our study results for Digital Addiction scores for income level do not show any significant difference. When the studies done before were examined, the income level is effective on socialising [6] .
However, unlike this information, no change in the digital addiction level and income level was observed in our study. This can be explained in a way that the participants are studying at Social departments and that sport has an effect on socialising. That's why; this result was obtained. When the students at Sport Faculty were examined according to their accommodation types; no significant difference was found in the digital addiction scores for staying at dormitories, flats, sharing a house with a friend, staying at a relative's house or living with family. Again, there was no significant difference in Digital Addiction Scale scores in terms of mothers' education level and fathers' education levels.
